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DECLARATION ACCOMPANYING 
PEITION UNDER 37 CFR 1.47(B) 
REGARDING US APPLICATION SERIAL NO. 10/820,165 



I, Tsuyoshi Sadamatsu, hereby declare that I am an officer of Konami Corporation 
("Konami") and am responsible for handling US Patent Application No. 10/820,165 on behalf of 
Konami. My position at Konami is associated with the IP & Licensing Department located at 
Higashi-hara 5-1-1, Zama-shi, Kanagawa 228-0004, Japan. 

I have first hand knowledge of the details of facts regarding US Patent Application 
No. 10/820,165. The following declaration is made to evidence (1) diligent efforts exerted by 
Konami to obtain Mr. Keiri Yoshioka signature, the sole inventor of US Patent Application No. 
10/820,165 and (2) a proprietary interest Konami has in the invention described in US Patent 
Application No. 10/820,165. 

Mr. Keiri Yoshioka retired from his employment with Konami prior to July 31, 2003. 
The invention described in US Application No. 10/820,165 was reduced to practice while he was 
employed at Konami. Under the employment agreement with Konami, Mr. Keiri Yoshioka was 
under obligation to assign all inventions made within the scope of his employment with Konami. 
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The invention described in US Application No. 10/820,165 is one such invention subject to 
assignment to Konami because he had made this invention while he was employed at Konami 
and the subject matter (Gaming Machine) fell within the scope of his employment. Thus, 
Konami has a proprietary interest in the invention described in US Application No. 10/820,165. 

On March 2, 2003, a phone call to his home resulted in making contact with Mr. 
Yoshioka. It was explained to Mr. Yoshioka over the phone that an application (the present 
application) is being filed and required his signatures on a declaration and an assignment. Mr. 
Yoshioka indicated that he had been on vacation but will be at home most of the time from then 
on to receive phone calls and mails. 

A declaration and an assignment and a copy of the present specification including 
claims and drawings (Exhibit I) were sent by certified mail to the last known address of Mr. 
Yoshioka on March 5, 2004 for him to review the specification and return the executed 
declaration. A returned post card (Exhibit III) indicated that he had acknowledged receiving the 
application. 

On March 22, 23, 26, 29, and 30, 2004, calls were made to Mr. Yoshioka at his home 
to determine the status of the application but again he was not home or did not answer the phone. 
No executed documents were returned to Konami at that point. 

Further calls were made in April of 2004 to contact Mr. Yoshioka at his home. 
However, each time he either was not home or did not answer the phone. 

On April 6, 2004, the application was filed with the USPTO without the executed 
declaration and eventually received a serial no. 10/820,165. 

Several calls were made to his home in May, June, and July of 2004 but Mr. 
Yoshioka either was not at home or did not answer the phone. 

On July 16, 2004, a request letter (Exhibit IV) was sent to Mr. Yoshioka to request 
Mr. Yoshioka to send a signed declaration and an assignment in connection with the present 
application to Konami Co. The letter stated that if no executed declaration and assignment are 
returned to Konami Co. by August 16, 2004, Konami Co. would assume that Mr. Yoshioka has 
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no intention of signing and returning the declaration. That is, Konami Co. would assume that 
the non-signing inventor refuses to sign and return the declaration. 

As of the date of this declaration, Mr. Yoshioka has not returned any executed 
declaration and assignment for US Application No. 10/820,165. 

Thus, it is evident by this declaration that diligent efforts were made to secure the 
non-signing inventor's signature but the inventor either was absent or refused to sign. The 
contact made on March 2, 2004 by phone indicates that the phone number is current, and the 
receipt of the Application by Mr. Yoshioka by certified mail indicates that the residential address 
is also current. The declarations of US Application No. 10/820,165 remain unexecuted. 
Numerous attempts to contact Mr. Yoshioka failed to secure a reply. Mr. Yoshioka either is 
unavailable or refuses to sign the declaration for US Application No. 10/820,165. 

Furthermore, it is evident that Konami has a proprietary interest in US Application 
No. 10/820,165 because under the Company Work Regulation and the Invention Plan 
Management Regulation of Konami Co. (see the accompanying petition), Mr. Yoshioka was 
under obligation to assign the invention made during his employment with Konami. 

The filing and patenting of the invention are required to prevent irreparable damage 
of losing the rights to the invention. 

The last known address of Mr. Yoshioka is: 

Prestige Akasaka, Unit 303 
1313-5 Kozono, Ayase-city, 
Kanagawa-Ken, 
Japan 

I hereby give authority to an attorney, Chris T. Mizumoto, Darby & Darby, 805 Third 
Street, NY, NY 10022, and registered to practice before the USPTO (reg. no. 42,899), to sign the 
declaration for US Application No. 10/820,165 on behalf of the corporation, Konami Co. 
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I hereby declare that all statements made herein of my own knowledge are true and 
that all statements made on information and belief are believed to be true; and further that these 
statements were made with the knowledge that willful false statements and the like so made are 
punishable by fine and imprisonment, or both, under 18 U.S.C. 1001, to the extent it is 
applicable and that such willful false statements may jeopardize the validity of the application, 
any patent issuing thereon, or any patent to which this declaration is directed. 



ByJ^jW 
Tsuyo^fn Sadamatsu 

Intellectual Property & Licensing Department 

Konami Corporation 

c/o Casino Business Division 

Higashi-hara 5-1-1. Zama-shi 

Kanagawa 228-0004 

Japan 
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(PATENT) 




^fcln re Patent Application of: 
mSSJ^ ShiroMajima et al. 



IN THE UNITED STATES PATENT AND TRADEMARK OFFICE 



Application No. : 1 0/820, 1 65 



Confirmation No.: N/A 



Filed: April 6, 2004 



Art Unit: N/A 



For: GAME MACHINE 



Examiner: Not Yet Assigned 



PETITION FILED UNDER 37 CFR 1.47(B) 
REGARDING US APPLICATION SERIAL NO. 10/820.165 



Mail Stop Petition 

Assistant Commissioner for Patents 

Box DAC 

Washington, D.C. 20231 
Dear Sir: 

A Petition to Waive the Signature of A Non-Signing Inventor Under 37 CFR 1.47(b) 
is being filed. 



assignee with a proprietary interest in the Application identified above requests that the 
Application be made on behalf of a sole inventor, Keiri Yoshioka, who either is unavailable (i.e. 
cannot be reached) or refuses to sign the declaration after diligent efforts have been exerted by 
the corporation. 

(A) I, Chris Mizumoto, Attorney for the Corporation, is authorized to sign the 
declaration for the present patent application on behalf of the Corporation, the 1 .47(b) Applicant. 
The declaration for the present patent application signed by the 37 CFR 1.47(b) Applicant's 
attorney is provided herein. As one proof, an attached document titled, "A Declaration 
Accompanying Petition Under 37 CFR § 1.47(b)" states the authorization to sign. 
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A corporation, Konami Co. ("Corporation"), the 37 CFR 1.47(b) Applicant and an 



(B) The 37 CFR 1.47(b) Applicant, Konami Co., is the assignee of the present 
invention invented by Keiri Yoshioka. Mr. Yoshioka was an employee of Konami Co. until 
about July 31, 2003 and the present invention was reduced to practice while he was an employee 
of Konami Co. 

(C) Diligent Efforts to Contact the Inventor 

Attached to this Request is a Declaration made by Mr. Tsuyoshi Sadamatsu (an 
officer of Konami Corporation, the assignee) who has first hand knowledge of details regarding 
the above-identified application, declaring to the fact that a copy of the Present application 
including the specification with claims, drawings, a declaration and an assignment was mailed to 
the residence of Mr. Keiri Yoshioka, the non-signing inventor of the Present application, for his 
review and his signature. 

The Declaration describes the diligent efforts made by Mr. Sadamatsu to contact the 
non-signing inventor. Mr. Sadamatsu made phone calls during the period of August, 2003 to 
July, 2004 to contact Mr. Yoshioka. On March 2, 2004, Mr. Yoshioka was reached at home by 
phone. Having come back from a vacation, Mr. Yoshioka indicated to Mr. Sadamatsu that he 
would be available at home by phone and by mail. On March 5, 2004, the present application 
(Exhibit I: a declaration, an assignment, and a specification including claims and drawings) was 
sent by certified mail (Exhibit II) to Mr. Yoshioka at his residence for him to review and sign the 
enclosed declaration and assignment. Mr. Yoshioka acknowledged receiving the application by 
a returned receipt on March 6, 2004 (Exhibit III). 

The acceptance of the application by Mr. Yoshioka indicated that the address on 
record is correct and current. 

Follow-up calls were made by Mr. Sadamatsu to Mr. Yoshioka 's residence between 
April and July to determine the status of the application but Mr. Yoshioka was either not home 
or did not answer the phone. Mr. Yoshioka has not returned any phone calls or a signed 
declaration to Mr. Sadamatsu. 
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On July 16, 2004, Mr. Sadamatsu sent a request letter (Exhibit IV) to Mr. Yoshioka 
to request Mr. Yoshioka to send a signed declaration and an assignment in connection with the 
present application to Konami Co. In the letter, Mr. Sadamatsu stated that if no executed 
declaration and assignment are returned to Konami Co. by August 16, 2004, Konami Co. would 
assume that Mr. Yoshioka has no intention of signing and returning the declaration. That is, 
Konami Co. would assume that the non-signing inventor refuses to sign and return the 
declaration. 

At the time of this petition, Mr. Yoshioka has not signed and returned an executed 
declaration. Thus, there is a strong presumption that Mr. Yoshioka either is unavailable or 
refuses to sign and return the declaration. 

(D) The last known address of the inventor is as follows: 

Prestige Akasaka, Unit 303 
1313-5 Kozono, Ayase-city, 
Kanagawa-Ken, 
Japan 

(E) The inventor, Keiri Yoshioka, has agreed in writing to assign the invention to the 
assignee. Provided herein is an Invention Plan Report (Exhibit A)(redacted to 
delete irrelevant sections) by which Mr. Yoshioka reported and agreed to assign the present 
invention to Konami. 

A pertinent translation of the Report (Exhibit B) is provided herein. It was assigned 
an internal company reference no. of P2003, which is the internal company reference no. used 
also for the present application. The author of this report is Mr. Keiri Yoshioka and the report is 
dated September 3, 2002. The invention in the Report was eventually filed as Japanese 
Application No. 2003-104814 on April 9, 2003 and filed as US Application No. 10/820,165 
(present invention) on April 6, 2004. The Report cites that "I report and submit this Invention 
Plan Report in accordance with the Company Work Regulation: Article 4, Clause 1, and the 
Invention Plan Management Regulation: Article 3, Clause 1 and Article 5, Clause 1 " 
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The Invention Plan Management Regulation is provided herein as Exhibit C 



(redacted to delete irrelevant sections). A translation of the relevant section of the Invention 
Plan Management Regulation is provided as Exhibit D. The Invention Plan Management 
Regulation, Article 5, Clause 1 states the following: 

"In the event that an employee invents an invention within the scope of employment 
past or present, the employee who is an inventor must immediately assign to the company any 
rights to receive domestic or foreign patents, utility model registrations, or design registrations.' 

Thus, Mr. Keiri Yoshioka has agreed in writing to assign the present invention to 
Konami Co. 



(F) It is submitted that a filing date of the present application is necessary to preserve 



the rights of the party or to prevent irreparable damage (loss of rights to the invention). 
Maintaining the filing date of April 6, 2004 is also important to keep the benefit of the earlier 
filed Japanese Application, which already has been assigned to Konami from Mr. Keiri 
Yoshioka. 

Thus, in view of the attached Declaration and the information provided above, it is 
requested that the 37 CFR 1 .47(b) status be granted in order for the prosecution of the present 
application to go forward. 



Dated: October 22, 2004 




Registration No.: 42,899 
DARBY & DARBY P.C. 
P.O. Box 5257 

New York, New York 10150-5257 
(212) 527-7700 
(212) 753-6237 (Fax) 
Attorneys/Agents For Applicants 



{W:\O9868\0200586us0\00237470.DOCIlIIIiIli01iIiilIllllDll } 4 



(2001.8.6) ,A 

r <^ * W # 3K a 

v m m # uriwm 



Ji ffi 0 2002^ 9^ 3 0 

IffltfiSPi KGID GCM KAPD 



Attorney-Client Privileged and Confidential 



%m<Dmm mm* ammmm dmb 

Wt&LX%2<D?ui?yh**V-\m'g1rz>zbftx$z> 0 o 




EXHIBIT B 



TRANSLATION OF PERTINENT SECTONS OF EXHIBIT A 
Invention Plan Report 

Reporting Section: GC Business Headquarters, Gaming Contents Development Second 
Section 

Submitter: Keiri Yoshioka 

Submitted date: September 3, 2002 

Cost Bearing Entity: KGI GC • KAP 

I report and submit this Invention Plan Report in accordance with the Company Work 
Regulation: Article 4, Clause 1, and the Invention Plan Management Regulation: Article 
3, Clause 1 and Article 5, Clause 1. 

Type of Submission: • patent utility model design 

Title of the Invention or Product: A Gaming Machine for Saving All or Partly 
Monetary Units Won in Second Credit Memory According to A Player's Selection 
(Optionally Allocating and Saving Credit Mode) 

Description of Invention or Product: 

A player of a gaming machine may independently and optionally select a 
percentage or an amount of monetary units won to be saved in a second credit memory. 

This second credit cannot be automatically wagered even if the BET button is 
pressed. It can only be received in the form of, for example, coins from the hopper by 
pressing the cash out button. Thus, a possibility is increased that a gambler is 
discouraged from changing his mind and inserting the coins again after finishing the bet. 
In this way, one's indulging will to gamble can be controlled without being coerced. 
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Exhibit D 



Translation of The Invention Plan Management Regulation, Article 5, Clause 1: 

In the event that an employee invents an invention within the scope of 
employment past or present, the employee who is an inventor must immediately assign to 
the company any rights to receive domestic or foreign patents, utility model registrations, 
or design registrations. 
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Translation of the Returned Post Card indicating 
Receipt of the Certified Mail by Keiri Yoshioka 

Front of the Post Card : 

Tsuyoshi Sadamatsu 
Konami Inc. 

Intellectual Property Department 
Casino Business Headquarters 228-0004 

Ayase Post Office 



Back of the Post Card: 




Certified Document Certifying Delivery of Mail 

Recipient of Mail: Keiri Yoshioka (note: the recipient signed the post card) 
Reference No.: 143-21-20730-5 

It is certified that the above referenced mail was delivered on March 6, 2004. 

Kanagawa-ken 
Ayase Post Office 
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Translation of the Address on the Envelope which were used to send a copy of the 
declaration, the assignment, and the specification including claims and drawings 



To: Keiri Yoshioka 

Prestige Akasaka, Unit 303 

1313-5 Konozo Ayase-shi 252-1121 

From: Tsuyoshi Sadamatsu, 
Konami Inc. 

Zama Business Department 
Higashi-hara 5-1-1, Zama-city 228-0004 
Phone no. 046-298-0573 



{W:\09868\0200586us0\00237460.DOC * 0 98680 200 586US0* } 



GAME MACHINE AND GAME SYSTEM 

FIELD OF THE INVENTION 

The present invention relates to a game machine or a game system that stores 
numerical data having a monetary value, and outputs the stored numerical data outside 
the game machine system. 

BACKGROUND OF THE INVENTION 

Conventionally, game machines such as slot machines or video-pokers were 
equipped with credit functions. When a game machine is in a stand-by state and a 
player deposits coins (or medals) and bills, the credit number displayed on the credit 
meter increases from 0 to the amount deposited by the player. By this action the 
player can start the game. When the player performs a BET operation, the credit 
number is decreased according to the BET number. When the result of the player's 
game is a win, a number indicating the winning payout is shown on the WIN meter. 
Then the credit number at the start of the game and the number displayed in the WIN 
meter are added, and displayed on the credit meter as the credit number. The player can 
spend all the credit for playing games by pressing the BET button. 

However, sometimes it happens that the player spends all the credit when he is 
too enthusiastic with the games. Before realizing it, the player may spend all his credits, 
because even if the player wins the games and receives payouts, all the payout is added 
to the credit and the player cannot distinguish between credit from deposited coins and 
those from winning the games. When the player spends all the credit and money they 
possess, they may be discouraged and not return to play at the game center. Or in 
extreme cases, excessive playing may bankrupt the players. These situations are not 
desirable for the game center. 

Many methods are proposed to control compulsive gambling but forceful 
methods are not suitable for the game center. It is desirable to have methods that 
encourage players to come back to the game center by altering the mentality of the 
players during the games. 

SUMMARY OF THE INVENTION 

The object of the present invention is to overcome these problems and to 
provide a game machine and a game system that prevent players from spending all 
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credit and money by altering the mentality of the players. 

A game machine according to the present invention is a game machine for 
entering numerical data having some monetary value, which serves as a trigger for 
starting a game. The game machine includes a data input module for receiving the 
input of the numerical data, a main memory for storing the numerical data and for 
outputting the stored numerical data to at least the data input module, and a 
sub-memory for storing the numerical data and for outputting the stored numerical 
data only externally from a game machine system. 

Thus, after storing the numerical data in the sub-memory, the numerical data 
stored in the sub-memory cannot be output inside the game machine system because 
the sub-memory is capable of outputting stored data only outside the game machine 
system. Consequently, the numerical data of usable and unusable types for a game are 
stored in a separate manner. Even if the player uses up all the numerical data stored 
in the main memory, there are always some numerical data left in the sub -memory. As 
a result, the players can be prevented from spending all the credits and money all at 
once. 

According to another aspect, a game machine of the present invention is a 
game machine for entering numerical data having some monetary value, which serves 
as a trigger for starting a game. The game machine includes a data input module for 
receiving the input of the numerical data, a main memory for storing the numerical 
data and for outputting the stored numerical data to at least the data input module, and 
a sub-memory for storing the numerical data and for outputting the stored numerical 
data externally from a game machine system and to the main memory. 

Because the sub-memory, after storing the numerical data, outputs the stored 
data only outside the game machine system and to the main memory, the numerical 
data of usable and unusable types for a game are stored in a clearly separate manner. 
Even if the player uses up all the numerical data stored in the main memory, there are 
always some numerical data left in the sub-memory. As a result the player can be 
prevented from spending all the credit and money. If the player wants to re-start the 
game after spending all the numerical data stored in the main memory, the numerical 
data stored in the sub-memory must be output outside the game machine system or to 
the main memory. By forcing the player to perform these extra steps, the player's 
mind may be distracted from the game. Consequently, this may allow the player to calm 
down and regain a cool head. 

According to another aspect of the invention, the numerical data, which is 
output to the main memory from the sub-memory, can be set beforehand. 
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Because the numerical data output from the sub-memory to the main memory 
can be pre-set, the numerical data output from the sub-memory to the main memory is 
limited to the pre-set value, if the player wants to re-start the game after spending all 
the numerical data stored in the main memory. Consequently even if the player 
re-starts the game and spends all the numerical data stored in the main memory, there 
are always some numerical data left in the sub-memory. Thus, the player can be 
prevented from spending all the credits and money the player possesses. 

According to another aspect, in a game machine of the present invention the 
main memory can output the stored numerical data to the sub-memory. 

Because the main memory can output the stored data to the sub-memory, all or 
a part of the numerical data available for the player usable for the game can be stored 
in the sub-memory. Thus, the numerical data of usable and unusable types for a game 
are stored in a separate manner 

According to another aspect, in a game machine of the present invention, the 
numerical data, which is output from the main memory to the sub-memory, can be set 
beforehand. 

Because the numerical data output from the main memory to the sub-memory 
can be set beforehand, a pre-set value of the numerical data usable for the game is 
stored in the sub-memory. By this arrangement, the player uses the numerical data 
stored in the main memory to play the game and at the same time the pre-set value of 
the numerical data is stored in the sub-memory. Thus, even if the player spends all the 
numerical data stored in the main memory, there are always some numerical data left 
in the sub-memory. Thus, the player can be prevented from spending all the credits 
and money he possesses. 

According to another aspect, in a game machine of the present invention the 
main memory is capable of outputting the stored numerical data outside the game 
machine system. 

By this arrangement of the game machine, the numerical data stored in the 
main memory can be output directly outside the game machine system without going 
through the sub-memory. 

According to another aspect, a game machine according to the present 
invention further includes a recording module for recording information onto a storage 
medium. The recorded information contains the numerical data stored in the memories 
in association with data indicating which memory the numerical data was stored in. 

Because the numerical data stored in each memory unit and the recorded 
information annotated with the data as to the memory unit in which the numerical data 
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had been stored are recorded in the media and issued, it is possible to determine in 
which memory unit the data are stored. Thus the data can be handled differently 
according to the memory unit in which they are stored. For example, it can be arranged 
so that the numerical data stored in the main memory can be used by the player any 
time but those stored in the sub-memory can only be used if certain conditions are met 
(for example the player must go to a changing booth). By this arrangement, the player 
must leave the game machine when he wants to use the numerical data stored in the 
sub-memory. By forcing the player to perform these extra steps, the player's mind can 
be distracted from the game. 

According to another aspect, in a game machine of the present invention, the 
recording module records in the media, time information in which a time at which the 
recorded information was recorded serves as a starting point. 

Because the time information is recorded in the media by counting from the 
starting point where the recorded information was recorded in the media, the numerical 
data recorded in the media can be controlled according to the time. 

According to another aspect, in a game machine of the present invention, the 
time information is defined as time to be elapsed from the starting point before the 
recorded information recorded in the medium is readable. 

Because the time information is defined as the time elapsed from the starting 
point to the time when the recorded information recorded in the media can be read, for 
example, the numerical data stored in the main memory may be configured to be used 
immediately by the player but the numerical data stored in the sub-memory may be 
restricted to be used before a pre -determined time elapses. By this arrangement it is 
required for the player to wait for the pre-determined time, and this waiting period may 
distract the players mind from the game. 

According to another aspect, a game machine of the present invention further 
includes a data display module displaying the numerical data recorded in various 
memory units. 

Because the numerical data stored in each memory unit are displayed, the 
player can recognize easily the values of the numerical data stored in each memory 
unit. 

According to another aspect, in a game machine of the present invention when 
the numerical data having some monetary value is output as a prize as a result of 
playing a predetermined game, the numerical data is stored in the sub-memory. 

Because the numerical data are stored in the sub-memory when they are 
output as a prize for a specific game, the player can store the numerical data obtained 
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by winning the prize, which is not used in the game directly. For example, all the 
numerical data obtained in the bonus game can be stored in the sub-memory. By this 
arrangement, the player can be restricted to spending all the credits and money. 

According to another aspect, in a game machine of the present invention when 
the numerical data having some monetary value is output as a prize as a result of 
playing a predetermined game, the numerical data is stored in the main memory. 

Because the numerical data are stored in the main memory when they are 
output as a prize in a specific game, the player can store all the numerical data obtained 
by winning the prize as those to be used for the game directly. For example, all the 
numerical data obtained in the bonus game can be stored in the main memory. By this 
arrangement the player can spend all the numerical data obtained by winning the game 
for the games. 

According to another aspect, a game machine of the present invention further 
includes an assigning module for separating and assigning the numerical data to the 
main memory and the sub-memory wherein the main memory and the sub-memory 
store the numerical data assigned to each memory unit when the numerical data having 
some monetary value is output as a prize as a result of playing a predetermined game. 

Because the numerical data are assigned and stored in the main memory and 
sub-memory, when the numerical data having some monetary value are output as a 
prize for a specific game, the player can divide the numerical data obtained by winning 
the game for the one that can be used for the games directly and for the other to stock. 
For example, if the numerical data obtained from a bonus game are divided and stored 
in the main memory and sub-memory, the player may be prevented from spending all 
the credits and money because a pre-determined value of the numerical data are always 
stored in the sub-memory. On the other hand, the player can enjoy the games because 
he can spend all the numerical data stored in the main memory. 

According to another aspect, in a game machine of the present invention the 
assigning module contains a set-up module, by which the assigning ratio of the 
numerical data is set. 

Because the dividing ratio of the numerical data can be set, the dividing ratio of 
the portion usable for the game in the main memory to the stock portion in the 
sub memory can be freely chosen. For example, the ratio of the main memory to the 
sub-memory can be changed freely to increase the stock portion or to increase the game 
portion. 

According to another aspect, a game system of the present invention includes 
one of the game machines described above and a control unit which can communicate 
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with these game machines. The game machine generates recorded information 
containing the numerical data stored in the memories in association with data 
indicating which memory the numerical data was stored in, assigns a unique 
management code to the recorded information, and outputs the recorded information to 
the management device. 

Because each game machine outputs data to the control unit, the numerical 
data stored in each of the memory and the recorded information produced by the game 
machine annotated with the data as to the memory where each of the numerical data 
was stored after assigning the one unique control mark to the recorded information, the 
numerical data stored in each memory can be controlled as a block at the control unit. 
Also, the numerical data of usable and unusable types for the games are controlled in a 
different manner. Hence there are always some numerical data left in the sub-memory 
even if the player spends all the numerical data stored in the main memory. 
Consequently, the player can be prevented from spending all the credits and money. 

The above, and other objects, features and advantages of the present invention 
will become apparent from the following description read in conjunction with the 
accompanying drawings, in which like reference numerals designate the same 
elements. 

BRIEF DESCRIPTION OF THE DRAWINGS 

Fig. 1 is an external view of the game machine according to an embodiment of 
the present invention. 

Fig. 2 is a block view of the electric composition of the game machine according 
to an embodiment of the present invention. 

Fig. 3 shows regions in RAM. 

Fig. 4 is a flow chart of the operations of the game machine according to an 
embodiment of the present invention. 

Fig. 5 is an example of the image display in the image display module. 

Fig. 6 is another example of the image display in the image display module. 

Fig. 7 is a simplified diagram of the game system according to an embodiment 
of the present invention. 

DETAILED DESCRIPTION OF THE PREFERRED EMBODIMENTS 

The game machine according to an embodiment of the present invention 
contains multiple credit functions, which can be divided into main credit and sub-credit 
functions. The main credit has similar functions as the conventional credit and 
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corresponds to the numerical data having some monetary value such as medals that the 
player uses for the games. The main credit can be used by the player to play the games 
or can be exchanged for medals. This main credit is established in the memory space 
in RAM and stored in the main memory as numerical data. The value of the numerical 
data stored in the main memory is displayed on the main credit meter. 

On the other hand, the sub-credit is numerical data having some monetary 
value but the player cannot use them for games directly. By transferring a 
pre-determined amount of the main credit to the sub-credit, there is always some credit 
left even if the player spends all the credit in the main credit. This sub-credit is 
established in the memory space of RAM and stored in the sub-memory as the 
numerical data. The value of the numerical data stored in the sub-memory is 
displayed in the sub-credit meter. 

In Fig. 1, a game machine 1 includes a case 2 and a front panel 3 attached to 
the front surface of the case 2 so that it can be opened and closed. A liquid crystal panel 
or a Cathode-Ray Tube (CRT) is disposed behind the front panel 3, and an image display 
module 7 displaying symbols in, for example, three columns, is provided. The 
embodiment of the present invention uses video reels. A program is executed to 
display three reels on the image display module 7. 

As shown in Fig. 6, the image display module 7 includes three reels 103 that 
can display symbols in a changing or static manner along the column direction 
(vertically in terms of the game machine). The reels can display the symbols in a 
changing or static manner. The image display module 7 displays a multiple number of 
symbols in a changing manner in the direction of the column. Based upon the result of 
the internal selection, symbols in a changing display are stopped. 

Also disposed on the front surface of the case 2 are a medal deposit opening 10 
and a medal return button 10a that returns a medal when, for example, a deposited 
medal is stuck. A start lever 11 is a lever used to start the rotating display (changing 
display) on the reel display module 7. 

The game of the game machine 1 starts by having the player perform a BET 
operation to identify a valid pay-line. Different pay-line settings are possible, such as 
the horizontal center line (Ll), an upper/lower horizontal line (L2, L3), and a diagonal 
line (L4, L5) as shown in Fig. 6. The BET operation is performed by depositing a medal 
in the medal deposit opening 10 described later or by performing a BET operation with 
a medal being held using a stored medal deposit button 21. BET operations can also be 
performed through a combination of these methods. 

Further, not only the pay-lines may be pre-set at the start of a game as 
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described above, but also the winning may be determined by the predetermined 
arrangement of the symbols. For example, when three bonus symbols are displayed in 
any of the three regions in the image display module 7, a bonus game is won. The 
degree of freedom in winning is higher with increased anticipation of the players when 
the winnings are determined based upon the pre-determined arrangement of symbols 
regardless of the pay-lines as described above, compared when the pay-lines are pre-set. 

Once the player identifies a pay-line by a BET operation and operates the start 
lever 11, the reel display module 7 displays the symbols in a changing manner. After a 
pre-determined time, the reel display module 7 sequentially displays the symbols in a 
static manner. For example, the stopping sequence can be from the left to the right 
facing the machine. Difference of the timing of the stop operations of the each symbol 
can be, for example, 0.5 second. When the symbols are stopped and a predetermined 
symbol combination is displayed on one of the pay-lines, a prize associated with the 
symbol combination is awarded. 

A medal payout opening 15 and a medal holding tray 16 are disposed below the 
front panel 3. A game effects display 17 is disposed above the front panel 3 to provide 
game effects. The game effects display 17 can be, for example, an LCD (Liquid Crystal 
Display) or can be formed from various types of lamps. In the example presented in the 
embodiment, an LCD is used. A bonus game display 18 is also disposed above the front 
panel 3. The bonus game display 18 is formed from LEDs (Light Emitting Diodes) and 
provides displays for high-value bonuses awarded to the player, game effects, errors, 
and the like. Speakers 19 generate voice instructions, music, sound effects, and the like. 
If a bonus prize is won, the game becomes more advantageous for the player, e.g., the 
win rate can increase more than that in the usual game. 

Multiple lamps 20 disposed on the front panel 3 are turned on, turned off, or 
turned on and off, in order to indicate the number of deposited medals (or the number of 
credits that have been BET), the valid pay-line, or the winning of a prize. The stored 
medal deposit button 21 is pressed to use a pre-determined number of medals stored 
(credit) in a medal storage device (main credit, not shown in the figures), and the stored 
medal deposit button 22 is pressed to use the maximum number of medals. The held 
medal count display module 23 displays the total number of medals (total display) 
stored in the medal storage device (not shown in the figures). The prize count display 
module 24 displays the number of the prize won or the remaining game number, when a 
bonus is won. A medal payout count display module 25 displays the number of medal 
paid out. The medal storage count display module 23, the prize count display module 24, 
and the medal payout count display module 25 can include, for example, LEDs. The 
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account button 26 settles accounts with regard to the stored medals. A locking device 27 
locks and unlocks the door depending on the direction in which it is turned. A label 28 
indicates the type of the game machine 1, the name of the manufacturer, or the like. 

Fig. 2 shows the electronic composition of the game machine according to an 
embodiment in the present invention. As shown in Fig. 2, the game machine 1 is formed, 
electronically, from a main substrate A and a sub-substrate B. The main substrate A is 
equipped with the CPU 30, the ROM 31, and the RAM 32 and performs control 
operations according to a program set up ahead of time. In addition to a control program 
for controlling the operations of the game machine 1, the ROM 31 stores prize group 
selection tables and the like used to determine the prize groups ahead of time (internal 
selection). The CPU 30, the ROM 31, and the RAM 32 form a dividing module. 

Also, the CPU 30 is connected to a clock generator circuit 33 generating a 
reference clock pulse and a random number generator 34 generating random numbers 
in a fixed manner. A control signal from the CPU 30 is sent by way of an output port 35 
to a medal payout device 36 that performs medal payout and a display control circuit 37 
that controls the image display module 7. The image display module 7 and the display 
control circuit 37 form a display module; and the CPU30, the ROM31, the RAM32, the 
image display module 7 and the display control circuit 37 form a clear display 
mechanism. 

Also, the CPU 30 receives, by way of an input port 43, signals from a medal 
evaluation device 38, which determines whether a medal is valid or not, a payout medal 
counter 40, which counts the number of payout medals, and the start lever 41, which 
starts the rotation of the reel. The setting module includes the CPU 30, the ROM 32 and 
the start lever 41. Also the data input module consists of the CPU 30, the medal 
evaluation device 38, the payout medal counter 40, the start lever 41 and the input port 
43. 

Signals output from the CPU30 are controlled by a transmission timing control 
circuit 45 controlling signal transmission timing to the sub-substrate B and are sent to 
the sub-substrate B by way of a data transmission circuit 46. 

At the sub-substrate B, the signal sent from the data transmission circuit 46 is 
received by the data input circuit 47. The signal received by the data input circuit 47 is 
processed by the CPU 48. The CPU 48 is connected to a clock generation circuit 49 
generating a reference clock pulse, a ROM 50 in which various programs and image 
data are recorded, and a RAM 51. Data relating to images are sent from the CPU 48 to 
the liquid crystal display 53 by way of a display circuit 52, which performs image 
processing and the like. The liquid crystal display 53 displays text, static images, 
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moving images, and the like. Also, data relating to audio is sent from the CPU 48 to an 
amp circuit 56 by way of a sound LSI 54, which performs audio processing and the like. 
The sound LSI 54 extracts necessary audio data from an audio ROM 55 and performs 
audio data processing. The audio data that has been amplified and the like by the amp 
circuit 56 is sent to the speakers 58 by way of an audio adjustment circuit 57, which 
performs audio adjustments. 

Fig. 3 shows a simplified diagram of the memory space of the RAM 32. The 
RAM 32 includes a main memory 101 and sub-memory 102. The main memory 101 and 
the sub-memory 102 store the numerical data having some monetary value represented, 
for example, by medals. The main memory 101 stores the above numerical data as 
main credits and outputs the numerical data to the CPU 30 to carry out the game and 
payout the medals. These functions are similar to the conventional credit functions. The 
main memory 101 outputs all or a part of the stored numerical data to the sub-memory 
102. 

Because the main memory 101 can output the stored numerical data to the 
sub memory 102, all or a part of the numerical data which the player can use for the 
games can be stored in the sub-memory 102. In this way the numerical data usable for 
the game are separately stored from the numerical data unusable for the game. 

The sub-memory 102 stores the numerical data described above which is 
output from the main memory 101 as a sub-credit. The value of the numerical data 
output from the main memory 101 to the sub-memory 102, i.e. the credit number, can be 
chosen freely or can be pre-set. If the credit number is pre-set, the game machine 1 may 
be set with a fixed value by the game center. As shown in Fig. 5, the value output from 
the main memory to the sub-memory in the next game being played can be chosen by 
the player by showing the menu on the image display module 7 and allowing the player 
to operate the start lever 11. The credit number to be output from the main credit to 
the sub-credit can be determined, e. g., by the percentage value chosen by the player. 
The sub-memory 102 never outputs the numerical data for playing games but outputs 
only outside the game machine 1 system. The concept 'outside the game machine 
system* includes elements installed to the case 2 such as the medal payout opening 15 
and the medal holding tray 16, and the host computer and the server which are 
connected by the network. Here, the sub-memory 102 outputs the stored numerical data 
only to the medal payout opening 15 to payout medals. 

Next, the operations of a game machine according to the embodiment of the 
present invention will be described. Fig. 4 shows a flowchart illustrating the operations 
performed by the game machine. When the game machine 1 is not operated by the 
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player, e.g., for 5 minutes, it returns to the starting stand-by state and displays an 
overview of the game with animation. When the player touches the start lever 11, the 
image display module 7 displays a menu (step Si). 

The menu is displayed as shown in Fig. 5. The player can select in the menu 
displayed in the image display module 7 the percentage of the main credit to be 
transferred to the sub-credit. The percentage display 90 displays one number between 1 
and 100. When the player moves the start lever 11 upwards (in the direction of the 
arrow 91a), the number on the percentage display 90 is increased. When the player 
moves the start lever 11 downwards (in the direction of the arrow 91b), and then the 
number on the percentage display is decreased. When the player moves the start lever 
11 towards the right (in the direction of the arrow 91c), the number displayed on the 
percentage display 90 is registered. Here, we assume that the player registers to 
transfer, e. g., 25 percent of the main credit to sub-credit. The menu can be called even 
between individual games. For example, the game display can be changed to the menu 
by holding down the start lever 11 toward the right (in the direction of the arrow 91c) for 
more than 3 seconds. The menu can be changed to the game display by performing 'the 
registration of the percentage' as described above by moving the start lever 11 to the 
right (in the direction of the arrow 91c). 

Because the numerical data output from the main memory 101 to the 
sub-memory 102 can be set beforehand, out of the numerical data usable for the game, 
the pre-set numerical data is stored in the sub-memory 102. By this arrangement the 
player uses the numerical data stored in the main memory 101 for playing games and at 
the same time the pre-set value of the numerical data is stored in the sub-memory 102. 
Therefore, even if the player spends all the numerical data stored in the main memory 
101, there is always some numerical data left in the sub-memory 102. As a result, a 
situation can be avoided where the player spends all credits and money. 

When the percentage of the credit that is transferred from the main credit to 
the sub-credit is registered, the image display module 7 displays the game display as 
shown in Fig. 6. That is, the image display module 7 displays three video reels 103 and 
5 paylines LI - L5. The credit meter 106 that displays the number of the credit 
consists of the main credit meter 107 and the sub-credit meter 108. The medal meter 
109 displays the number of medals that are deposited by the player. 

Because the numerical data (main credit and the sub-credit) stored in each 
memory are displayed, the player can easily recognize the value of the numerical data 
stored in each memory 

The game of the game machine 1 starts by having the player perform a BET 
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operation to identify a valid payline (step S2). The BET operation is performed by 
depositing a medal in the medal deposit opening 10 described above or by performing a 
BET operation with a medal being held in the main credit 107 (main memory 101) using 
a stored medal deposit button 21. BET operations can also be performed through a 
combination of these methods. When the player performs the BET operation and 
operates the start lever 11, each reel 103 starts spinning. 

When each reel 103 stops in sequential order after pre-determined times and 
the winning combinations of symbols are aligned on the valid paylines, the player wins 
(WIN). The game machine 1 judges whether the WIN is attained or not (step S3) and if 
the WIN is not attained the game moved to the step Si. In the step Si the game 
machine 1 is displaying the game display (shown in Fig. 6) because it is not in the 
stand-by state and the next game can be started immediately. However, as described 
above the menu (shown in Fig. 5) can be called up by pressing down the start lever 11 
towards the right (in the direction of the arrow 91c) for more than three seconds. 

If the result of the game is WIN at the step S3, i. e., WIN is attained after 
setting the percentage in Fig. 5, the game points pre-determined according to the mode 
of the payout are displayed on the WIN meter 105 (step S4). The game points obtained 
in that game (the number displayed on the WIN meter 105) are temporarily added to 
the main credit meter 107 and furthermore 25% of the value (credit) added to the main 
credit meter 107 is subtracted from the main credit meter 107 and added to the 
sub-credit meter 108 (step S5). 

The credit added to the sub-credit meter 108 cannot be used for the games by 
the player. Thus if the player uses up the main credit and the main credit meter 107 
displays 0, the player cannot use the sub-credit for the game directly but he has to 
payout the sub-credit outside the game machine 1 system to use the sub-credit. 

Because the credit displayed on the sub-credit meter 108 can only be output 
outside the game machine system, once the numerical data (credit) is stored in the 
sub-memory 102, they cannot be output inside of the game machine system. Thus the 
numerical data of usable and unusable types for the games are stored in a clearly 
separate manner and even if the player spends all the credit stored in the main memory 
101 (main credit), always some numerical data is left in the sub-memory 102 
(sub-credit). It is known empirically that players lose interest in the game when they 
leave the game machine temporarily or receive the payout. The player can be 
prevented from spending all the credit and money at once by designing the sub -credit in 
such a way that it can output only outside the game machine system and by making the 
player go through the step of credit payout. 



12 



In the explanation described above, if the result of the game is "WIN", the 
value of WIN is added to the main credit and 25% of the main credit is transferred to 
the sub-credit. It may also be possible to store all the numerical data in the 
sub-memory 102 when the numerical data, which corresponds to the monetary value 
(credit), are output as a payout as a result of playing a specific game. For example, the 
game points that the player gets in a bonus game can be added to the sub-credit. 

Because all the numerical data are stored in the sub-memory 102 when the 
numerical data are output as a payout as a result of the specific game, the player can 
"stock" the numerical data obtained as prizes as numerical data that is not directly 
usable for the games. By these arrangements, the player may be restricted from 
spending all the credit and money. 

On the other hand, all the numerical data may be stored in the main memory 
101 when the numerical data are output as a payout as a result of playing a specific 
game (e. g. a bonus game). 

When the numerical data are output as payout as the result of playing the 
specific game such as the bonus game, the player can spend all the numerical data 
(credit) obtained by winning the game directly for the games by storing the numerical 
data in the main memory 101. 

Furthermore, when the numerical data are output as payout as the result of 
playing the specific game such as a bonus game, the numerical data can be divided and 
output to the main memory 101 and the sub-memory 102. Then, the divided and 
assigned numerical data can be stored in the main memory 101 and the sub-memory 
102. 

By this arrangement the player can store separately the numerical data 
(credit) obtained by winning a bonus game or the like as those directly usable for the 
game and as those to be "stocked." As a result, some constant value of the numerical 
data is always stored in the sub-memory 102. Thus, the player can be prevented from 
spending all the credit and money while still enjoying the game because the player can 
spend all the numerical data stored in the main memory 101 for the games without 
concern. 

If the numerical data are divided between the main memory 101 and the 
sub-memory 102, the ratio of the division can be pre*set. For example, the ratio of the 
credit transferred to the sub-credit can be set in the menu shown in Fig. 5 when the 
bonus game is won. 

A degree of freedom can be given in allocating the numerical data to the main 
memory 101 for the game and to the sub-memory 102 for the stock by pre-setting the 
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ratio of division of the numerical data (credit). For example to increase the allocation to 
the stock or to increase the allocation to the game, the relative weight of the main 
memory 101 to the sub-memory 102 can be changed freely 

Furthermore, the numerical data (credit) stored in the sub-memory 102 can be 
output not only outside the game machine system but also to the main memory 101. 
Thus, when the player spends all the numerical data stored in the main memory (main 
credit) and then wants to start the game again, the numerical data stored in the 
sub-memory (sub-credit) have to be output outside the game machine system or to the 
main memory. The player can be made to perform some operation to output to the 
main memory. By requiring the player to perform an extra operation, the player's 
mind may be detracted from the game. This allows the player to calm down and regain 
a cool head. 

Still further, when the numerical data (credit) are output from the sub-memory 
102 to the main memory 101, the value of the numerical data can be configured and 
preset to output from the sub-memory to the main memory. By this design, only the 
fixed value of the numerical data is output from the sub-memory 102 to the main 
memory 101 when the player wants to re-start the game after spending all the 
numerical data stored in the main memory (main credit). Thus, even if the player 
spends all the numerical data stored in the main memory 101, there are always some 
numerical data left in the sub-memory 102. As a result, the player may be prevented 
from spending all the credit and money all at once. 

Next, an example will be described in which multiple game machines according 
to an embodiment of the present invention are connected to a network and managed in 
a centralized manner by a server. As shown in Fig. 7, the game machine 201 according 
to the embodiment of the present invention contains a recording module 202. Each 
game machine 201 is connected to each other through a communication network N and 
to a server 203. The server 203 can communicate with, for example, a bank server 205 
which is installed in a bank 204. Further, the bank server 205 is connected to multiple 
terminals 206 in the bank 204 and can send and receive data. 

The server 203 receives via the communication network N the result of the 
game in the game machine 201, the number of medals deposited, the value of WIN, the 
numerical values of the main credit and the sub-credit. 

When the player finishes the game and presses the accounts button 26 for 
payout, the image display module 7 displays a menu for selecting the payout method. 
The player can select the payout by using medals or tickets. If the player selects the 
payout by using the medals, the main and sub-credits are paid out in medals. When 
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players see the payout in medals, they may stop playing immediately and to go home. 
With more medals, the players 1 feeling to stop may be reinforced. By this arrangement, 
the player may be encouraged to stop playing and spending all the credit and money. 

On the other hand, when the player selects a ticket payout, the recording 
module 202 issues a ticket (media), which has recorded on the numerical data (credit) 
stored in the main memory 101 and the sub-memory 102, and the recorded information 
concerning the location where these numerical data are stored. 

In this operation, a recording module 202 can record on the medium time 
information. A starting point is the time at which the recorded information was 
recorded on the medium (ticket, card, or the like). By this arrangement, the numerical 
data recorded in the media can be controlled according to the time. The time 
information can be defined as the time elapsed from the starting point to the time when 
the recorded information recorded in the media can be read. Thus, the player may use 
the numerical data stored (credit) in the main memory 101 immediately but cannot use 
the numerical data (credit) stored in the sub-memory 102 before a pre-determined time 
has elapsed. By this arrangement, the player has to wait the pre-determined time 
before the numerical data (credit) stored in the sub-memory 102 can be used. In this 
way, the player's mind may be detracted from the game because of the wait time. 

Further, the numerical data (credits) stored in the main memory and the 
sub-memory may be recorded directly on the ticket, and the recorded information may 
be annotated with the data as to the memory unit in which the numerical data had been 
stored. Alternatively, only the identification code for the ticket may be recorded while 
all the data are controlled by the server 203. Not only the tickets but also the magnetic 
cards (such as credit cards and bank issued cash cards) can be used as the media. In 
outputting the data to the tickets or the like, the server 203 controls the main credit, 
sub-credit and the identification information concerning the player. Therefore, even if 
the player wants to use the ticket provided to him, for example, in a neighboring game 
machine 201, he cannot use it. That is, the sub-credit in the ticket can be used only 
after the time controlled by the server 203 has past. By this arrangement the player is 
forced to wait some time to have a chance to cool down. 

As described above, the recording module 202 records on the media the 
numerical data stored in each memory in association with data indicating which 
memory the data is stored in, and issues the media to the player. Thus, the memory in 
which the data was stored can be identified. By this arrangement, one can treat the 
data differently according to the memory in which they have been stored. For example, 
the numerical data (credit) stored in the main memory 101 can be configured to be used 
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by the player immediately, while the numerical data (credit) stored in the sub-memory 
102 can be configured only to be used if pre-determined conditions are met (e.g., walk to 
the change booth or wait for a pre-determined time). Thus, when the player uses the 
numerical data (credit) stored in the sub-memory 102, the player must leave the game 
machine. In this way, the player's mind may be distracted from the game by forcing 
the player to perform these extra steps. 

Further, the numerical data stored in the main memory 101 (main credit) can 
be output outside the game machine system. For example, each game machine 201 can 
output the numerical data that are the main credit to the server 203. By this 
arrangement, one can output and control the numerical data stored in the main memory 
101 to outside the game machine system without going through the sub-memory 102. 

Also, as shown in Fig. 7, the server 203 can be arranged so that the data can be 
exchanged with the bank 204. That is, it can be arranged so that when using a card 
with the information identifying the player in each game machine 201, the data stored 
in the sub-memory 102 can be transmitted to the bank server 205 via the server 203 by 
the player pressing the accounts button 26 and deposited to the bank account of the 
player. Therefore, the player can use the numerical data stored in the sub-memory 102 
(sub-credit) only after withdrawing from the bank account. As a result, even if the 
player spends all the numerical data stored in the main memory (main credit), there is 
always some money left for the sub-credit in the bank account. Thus, the player can be 
prevented from spending all the credit and money. 

Further, the sub-memory 102 can store multiple kinds of sub-credit. For 
example, there can be a first sub-credit for storing the data from the main credit 101 in 
regular games and a second sub-credit for storing the credit obtained in only bonus 
games. Also, the present invention can be applied not only to game machines in which 
the image display 7 is a video system but also to regular slot machines with mechanical 
reels. For example, the main credit and sub-credit can be displayed with a 7 
segmented display and the like as a credit meter. Also, a single display can be used 
with a switch for the main credit and sub-credit. 

Still further, the sub-credit can be displayed only when it is needed. For 
example, when the player wants to know the sub-credit, it can be displayed by operating, 
e.g., the start lever 11. 

Further, the portion to be added to the main credit and the sub-credit can be 
determined according to the payout of the WIN. For example, if the payout of the WIN 
is less than 5 medals, all medals can be stored in the main credit without storing in the 
sub-credit. Such an arrangement is more appropriate when the player wants to use all 
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the credit for the games without stocking because of the small number of the WINs. 
On the other hand if the payout of the WIN is less than 5 medals, all the medals can be 
stored in the sub-credit. This arrangement is appropriate if the player wants to stock 
all the credit when the WIN is few. 

The characteristic actions described above in the game machine in the present 
invention are performed by running a computer to execute a control program. The 
control program, when loaded into the computer, performs the operations described 
below in the game machine, in which a game starts by inputting the numerical data 
having some monetary value. The control program includes a group of commands 
which make the computer perform a series of operations including an operation for 
registering numerical data, an operation for making the main memory store the 
numerical data and output the numerical data to at least a data input module, and an 
operation to store the numerical data in the sub-memory and to output the stored 
numerical data only outside the game machine system. 

Therefore, when the sub-memory stores the numerical data, it can output the 
stored numerical data only outside the game machine system. Thus, the numerical 
data, once stored in the sub-memory, cannot be output inside of the game machine 
system. By this arrangement the numerical data usable for the game and unusable for 
the game are stored in a well separated manner and even if the player uses up all the 
numerical data stored in the main memory, there are always some numerical data left 
in the sub-memory. As a result, the player can be prevented from spending all the 
credit and money. 

Also, the control program, when loaded to the computer, performs the 
operations described below in the game machine, in which a game starts by inputting 
the numerical data having some monetary value. The control program includes a 
group of commands which make the computer perform a series of operations including 
an operation for registering the numerical data, an operation for the main memory to 
store the numerical data and to output the numerical data to at least the data input 
module, and an operation to store the numerical data in the sub-memory and to output 
the stored numerical data outside the game machine system and to the main memory. 

Because the sub -memory, after the numerical data is stored in it, can output 
the stored numerical data outside the game machine system and to the main memory, 
the numerical data of usable and unusable types for the game are stored in a separate 
manner. Even if the player uses up all the numerical data stored in the main memory, 
there are always some numerical data left in the sub-memory. As a result, the player 
may be prevented from spending all the credit and money. Also, if the player wants to 
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re-start the game, the numerical data stored in the sub-memory must be output outside 
the game machine system or to the main memory. In this way, the player's mind may 
be distracted from the game by forcing the player to perform these extra steps. 

The program explained as above can be obtained in a recording medium such 
as CD-ROM or DVD. Also these programs can be obtained by receiving the signal from 
a transmitting computer through a transmission medium such as a public telephone 
line, a dedicated telephone line, a cable TV line, a wireless transmission line, or the like. 
This signal is a computer data signal that is carried by a pre-determined carrier wave 
containing the program. When transmitted, it is not necessary for all the data of the 
program to be present on the transmitting medium at one time. Also, the method for 
transmitting the program from the computer includes cases where the data for the 
program is transmitted continuously and cases where data for the program is 
transmitted discontinuously. 

As explained above, the game machine in the present invention, in which a 
game starts by inputting the numerical data having some monetary value, includes a 
data input module which registers the numerical data, a main memory which stores the 
numerical data and possibly outputs the stored numerical data at least to the data 
input module, and a sub-memory which stores the numerical data and possibly outputs 
the numerical data to the outside the game machine system as well as to the main 
memory. 

Therefore, when the numerical data is stored in the sub-memory, the stored 
numerical data can only be output to outside the game machine system. The 
numerical data, once stored in the sub-memory, cannot be output inside the game 
machine system. By this arrangement, the numerical data of usable and unusable 
types for the game are stored in a separate manner. Even if the player uses up all the 
numerical data stored in the main memory, there are always some numerical data left 
in the sub-memory. As a result, the player is prevented from spending all the credit 
and money. 

The preferred embodiments of the invention with reference to the 
accompanying drawings have been described, but it is to be understood that the 
invention is not limited to those embodiments, and that various changes and 
modifications may be effected therein by one skilled in the art without departing from 
the scope or spirit of the invention as claimed in the appended claims. 
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What is claimed is" 



1. A game machine in which an input of numerical data having a monetary 
value serves as a trigger for starting a game, comprising: 

a data input module for receiving the input of said numerical data; 

a main memory for storing said numerical data and for outputting said stored 
numerical data to at least said data input module; and 

a sub-memory for storing said numerical data and for outputting said stored 
numerical data only externally from a game machine system. 

2. A game machine in which an input of numerical data having a monetary 
value serves as a trigger for starting a game, comprising: 

a data input module for receiving the input of said numerical data; 

a main memory for storing said numerical data and for outputting said stored 
numerical data to at least said data input module; and 

a sub-memory for storing said numerical data and for outputting said stored 
numerical data externally from a game machine system and to said main memory. 

3. A game machine according to claim 2 wherein said numerical data, which is 
output to said main memory from said sub-memory, is set beforehand. 

4. A game machine according to claim 1 wherein said main memory is 
configured to output said stored numerical data to said sub-memory. 

5. A game machine according to claim 4 wherein said numerical data, which is 
output from said main memory to said sub-memory, is set beforehand. 

6. A game machine according to claim 1 wherein said main memory is 
configured to output said stored numerical data outside said game machine system. 

7. A game machine according to claim 1, further comprising: 

a recording module for recording information onto a storage medium and for 
outputting said storage medium, wherein said recorded information contains said 
numerical data stored in said main and sub memories in association with data 
indicating which memory said numerical data was stored in. 
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8. A game machine according to Claim 7 wherein said recording module records 
in said storage medium, time information in which a time at which said recorded 
information was recorded serves as a starting point. 

9. A game machine according to claim 8, wherein said time information is time 
elapsed from said starting point to when said recorded information recorded in said 
medium becomes readable. 

10. A game machine according to claim 1, further comprising- 

a data display module for displaying said numerical data recorded in said main 
and sub memories. 

11. A game machine according to claim 1, wherein for dispensing said 
numerical data having a monetary value as a prize as a result of playing a 
predetermined game, said numerical data is allocated to and stored in said sub-memory. 

12. A game machine according to claim 1, wherein for dispensing said 
numerical data having a monetary value as a prize as a result of playing a 
predetermined game, said numerical data is allocated to and stored in said main 
memory. 

13. A game machine according to claim 1, further comprising- 

an assigning module for separating and assigning said numerical data to said 
main memory and said sub-memory, 

wherein said numerical data separated and assigned to each memory unit is 
respectively stored in said main memory and said sub-memory when said numerical 
data corresponding to said monetary value is output as a prize as a result of playing a 
predetermined game. 

14. A game machine according to Claim 13 wherein said assigning module 
contains a set-up module, by which an assigning ratio of said numerical data is set. 

15. A game system comprising- 

one or more game machines according to claim l; and 

a control unit for communicating with each game machine; 
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wherein each game machine generates information containing said numerical 
data stored in said main and sub memories in association with data indicating which 
memory said numerical data was stored in, assigns a unique control code to said 
information, and outputs said information to said control unit. 

16. A game machine according to claim 2 wherein said main memory is 
configured to output said stored numerical data to said sub-memory. 

17. A game machine according to claim 16 wherein said numerical data, which 
is output from said main memory to said sub-memory, is set beforehand. 

18. A game machine according to claim 2 wherein said main memory is 
configured to output said stored numerical data outside said game machine system. 

19. A game machine according to claim 2, further comprising: 

a recording module for recording information onto a storage medium and for 
outputting said storage medium, wherein said recorded information contains said 
numerical data stored in said main and sub memories in association with data 
indicating which memory said numerical data was stored in. 

20. A game machine according to Claim 19 wherein said recording module 
records in said storage medium, time information in which a time at which said 
recorded information was recorded serves as a starting point. 

21. A game machine according to claim 20, wherein said time information is 
time elapsed from said starting point to when said recorded information recorded in 
said medium becomes readable. 

22. A game machine according to claim 2, further comprising: 

a data display module for displaying said numerical data recorded in said main 
and sub memories. 

23. A game machine according to claim 2, wherein for dispensing said 
numerical data having a monetary value as a prize as a result of playing a 
predetermined game, said numerical data is allocated to and stored in said sub-memory. 
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24. A game machine according to claim 2, wherein for dispensing said 
numerical data having a monetary value as a prize as a result of playing a 
predetermined game, said numerical data is allocated to and stored in said main 
memory. 

25. A game machine according to claim 2, further comprising: 

an assigning module for separating and assigning said numerical data to said 
main memory and said sub-memory, 

wherein said numerical data separated and assigned to each memory unit is 
respectively stored in said main memory and said sub-memory when said numerical 
data corresponding to said monetary value is output as a prize as a result of playing a 
predetermined game. 

26. A game machine according to Claim 25 wherein said assigning module 
contains a set-up module, by which an assigning ratio of said numerical data is set. 

27. A game system comprising: 

one or more game machines according to claim 2; and 

a control unit for communicating with each game machine,* 

wherein each game machine generates information containing said numerical 
data stored in said main and sub memories in association with data indicating which 
memory said numerical data was stored in, assigns a unique control code to said 
information, and outputs said information to said control unit. 
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ABSTRACT OF THE DISCLOSURE 



A game machine is provided in which a game starts by inputting the numerical 
data, which corresponds to some monetary value, The game machine includes a data 
input module which registers the numerical data, a main memory which stores the 
numerical data and outputs the stored numerical data at least to the data input module, 
and a sub-memory which stores the numerical data and outputs the numerical data to 
the outside the game machine system as well as to the main memory. 
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— /WEieSrlBttS-ti:*^— hw<- 4id»feffl**ixfc(t# 
fi, A^ztf— M3Sr^UTCPU30(CA^Stl6o CPU30, R 
OM31. RAM32, *5<t^^— hU-^— 41fi, S^SP^S^Sc 
-TSc CPU30. ^/U2pJgiJ3S«38, tt^aL^/U*9 



[0049]CPU307^ffi;ft£n6{f-^te, tyiiB- Oft^ 

fix-^A^J[HlSS47tCA^$n-5o ^~^A^[HlSg47I^A* 
SiXfcft#tt, CPU48-e«L3S$ix5o CPU48tCfi, g2g*n 

<tVH«r f — ^*Sffi«Six^ROM50i:, RAM51<WSg§iBfc* 
ntV^So HfcfcBB-TST*— *tt. CPU4835^H«*Qf31^Sr 

^tCgl-T^-^fi, CPU48^^ : g 1 ^^^tT^9^ f »K 

58{ctti^^n^ 0 

[0051 ]H3tt. RAM320X?^ey SBB ftSrfltSJWCStH-Cfta. 

tcirh<nx*hz> 0 ^tr, ^nv^yiom, *^ i eyi02icSEt 
[oo52]ccdj:5(-. ^-o-^eyiom, fatSb^ffl-T*— ^sr-y- 
ffl-ets**^— #o^SB**itt— a5^^^yio2— tats 

[0053]— if, ih/^y^Ji, ^V'^yiOld^ttJ^SttS 

i^^^y^yio2^a^$n^fttT ? --^cDf[i:, -fftfo-fe, 

^Sifli]^iSS«lCC»LTH3gffiS:K:^LTfc<J:^U 
u>fir— hw<— nsrj)fcf^$*-c, m*»fotT*5^— 



[0054]r<oj:5^^^yi02f±.y— iN^/^5fc^tc|Sffix 
tet'&^&ffi&xh&o r^-cf*. -y-^^yio2fi. *y/u&\,* 

[0055]*^ JK±o±5lc«^*^Lfc*IIJ6^?g«(c«SiSft 

;h,6<*:, Hff«^«&7f±, •^ a -BffiS:**t5(^r^Sl). 
[0056]rop<^— ®Bfi, lasfc^^Sfc:****!^. ~ttet> 

vHSc*fflS90E:, WxJf , l^^lOO^jEHJcfeSIS^v^ 

RP91a<£>#|p]) — ft^t^ fe>h**«90O«*^iiJP 
1~£ 0 ^u^-^^— hw^— llSrT*(^BJ91b^ 
;frft)^K}^-f >^«— fe^b*^8P90O»*^«^i-6o * 
UT\ TV-f-t— tf^— hw^-l lSr^f^rfS] (^SJ91cC0^r 
IrI) -t^irttc^^— fe>h*^SB90tc*^ixrv^ 

, hW<— 1 lS:3S>£JLkS;frJ«J (5cH]91c<75*[p]) 

±f20cfc9(c, ^*-hu-^-llSr*rir[6](^91 . 
[0057]^^J:5^.^^^yi0ij&^^^yi02^UJ*$ix 

%m^-*<n\m^ftwt^mxibz><DX\ ?-Mz®imx 

^*yi0i^|B«S^fc**^— ^Srttffl-*"«--*,K*S 



-Y—WWWJ 101 ^E«Sixfc«f[fi|[^-*Sr-r ^Tffiv * 

[0060]ccoj®ft^i (cj:^^— Afi, :?V>r^— tfSBETjftftMcJ; 
^S2) c BETSSM^fi, _hfe<£>J:9lc, ^/uRAP lOtc^vi- 

w n 07 y >r v^y ioi) tci^g v ^^vi^bet-t s 

(CjzoTtBETJi nrtBfcftoTV ^ 0 ^W^r— dSBET»f^Sr 

[006l]m^&#Rflj&s&iSU *y— yH03*SWftfltJhbT. # 
^ft^ttfcAK^^±^®^«^t-5^>-#/u^ffl^^^^r 
^JhfSfc, AJt(WIN)i:*5 0 iBSe«lW:. WIN4Aofc*» 

ejector, (H5»c*^-) srPFtftH-f-rtas-c**. 

[0062]—*-, ^^S3(C4oV^T, -&<DjfcR, WINir&ofc 
fiSd*. WINt«— ^105(C^^tV^(^^S4) o ^LT, ^co 

y— A-ecoiB^ffli(wiN^— ^i05^*^$tufcjSffi) e. 



UvVh) ^^>^Uv ? ^M-^1077!>^^»$tL5i:i:t fc. * 
^U^M~^108{C^^5(^^S5) o 

m-tz^ttexz-r, m&mKoin^^ ^m^nn^y 

*y i02«c|E«*ixfc»«[7 ? -* (*u$^M l*t<a»S«* 

KSJbTK***, ^W^r-^^^^yioi^lEtt^tbT 
7V*-y io2(cf^v KbA^scMT 5 — * (ik/^us^m assise 

tLTtH^nsii^ ^r^fii:T ? -^€rf-^^yio2^fsti 

fcj&*-C#5 0 cm-J:0, ^u-fir— ^^i^^h*3J:W9f«FAS: 

[0067]-^ »ft©i»a(«*.Ht, f # 
#fflffl*RI*Ufc«cffi'7 f -# W^svY) &nt\^X ttiJjtStiZ 

ms. ^(Dm^-^^^^vioucmWi^th^xo!iCi,x 



— m<Dm<Dm&7*— *asiBfts*u3;fc», ^w^— ^^^^ 

i-SrtjdSpTfigi^So — :/Wir— tt. ^-Co^yiOllJi 

"Ct><fcv\, H5^-r^—^— BfffiKisv^ 0J;tti. - 
^mtWot, ^>^yi0lt?y— 

[00731**3, -!W*y 102**. fEttLfc^iSv :f --^(^U^>h) 

Sr. iBa«*^o**b-f , ^-f^^-yioi^L-obffl^nr 

^-A*SMU;5£*;ifc»g\ 1h/^yK1E*£:hrC 

>f^-=eyi0l— mjjZtiZtzibWt, ^u>fir— ©Hfcf^SrKi" 
SCfcirL-Ob \ Sfcx.T^(D ±5*#ra Sr^^t^w <h(cJ:or . 

5o 



[oo74j^tb^ s f-y^^yio2^^^^^yioi^M^-^ 

(^S*yM*a;fc£i£S»^ y-7^])102frb^>^V 1 
Oltcffl^^ix^fiS^-^coftS:, ^toKJ£TTf6ic*/*LTfc 
«tv\ i*U£.M* ^u^-*M>f^^yi01^IEti^nfc^ 

5^%^fc»^T*t.*^^yio2d^^>'^yioi^tti^ 

^ Kt- — p,S L s ;>MV^y 101 tciE«£*ifc» 
fgT ? -^§r-r-<-rffii^/'cL^ < !rL-Cfc > &Tl^^ey 1021c 

[0075]#C[C, **J6^)^ffi«-«5aiS[<7)iga«ISr, ^2xh!7— ^ 

tt. B«B202*«*.TV^6 o Sfc, #j»ft«20ira:. mm^y 
03^gS$ttTV^ o U— »*3£B203[4. ^J^Lfi. iStT204tC 

Rttfeh/CV^SfifiriJ-— ^<*«205iii«BTIBi:'fS^4:*>«r 

[0076liSfi«l201(C*5tt^— ^/KOSAS, WIN 

W*yh!7-^Nfc^UT^w<«|t203^a6«**lS. 
[0077l^u-fY-*sy— A*»T^T,^Av^fflL^^^>^» 

Y— 14, ttV^ffiS*tfc>^/uS:*5t. r<DS*-y— ASrJhfeT 

[0078]-*-, ^u>fir— a*. ^^K-«tS%^a3bft-aWi-Si:, 
ta»ffi202f4^>r>'^y 10143 j:v^^yio2tc:iEtss 

[0079]r<D£;#, #1E»SB202J4* (?"*>K # 



tf , Aiv^y 101 K!EtK£ ti-o ^cascfiax— * (^vi^M i* % 

rtU-J:^ ^V^yi02{^fB1t$tlT^f^fl7 f ^(^Uv ; 
[00801**5, ^yhtcWLTEffi^v^yioi^J;^^ 

^ey i02fcia«£ftfc»ffi^- * (*u^m v ^n^^ey 

^LTtiV^ rfl&Srf-^-C*— '<£IS203#iW;ISU ^ 

ttt20lt?i£*53i:So-rt. ffi5wi:W:T»#ftv\ If— 
[0081]±iE<Z><fc5f£, K»»202tfS. «»^y{c1EltSjxfc»Cfii 

^Ttico^ytcistS^Hrv^^^i-^— ^^4r 

01 (clSftSixTV ^fcaSfig'r — ^ (^u^h) tt, :7W^ — fi 

■rc^ttffl-rswt^-css^, 1^^*yl02^SE«$i^rv^ 
■eta. 

[oo82]**3, Arx*^y 101 iciaigsft-o ^5*«'7 ? — ^ c*-r 



0flx.fi, &®&1&20l{i, ^^u^h-CfcSBctt^-^Sr 
'<««203— a^LTb«tv\ :hl:W, pMV^E-yiOl 

^iB«$nfc*tt'7 f — ^tti»-^*y io2^^-r hb&mbk 

[0083] m7[Z7jk-rX0^ '<3B«203tt, «?T204t 

-KSrffiffl-rs^t^ior, 1f:/^yi02fc:lEtt$ftfc^- 
M203^ft^LT, «fT^-^^S205-^f Six, ^rco^u 
rjxfc<M, 7*W-y— r±, *^*yi02^IB«Sixfc» 

-dWW!) 101 iClStt^tbTV Nfctttf-^ y^^Uv^ 
[00841**5, -y-^*yi02^ **BBI©*^U^yh«:lBllt 

rs«iBSrSF^rt«tv\ #jx.fi, akss^-ohv 

[0085]**:, i^^l^yhfi, s&Kftt*^******^^^^ 

#8n?fcJ:v\, Mx.fi* :?V>Hr— is«BLfcu^Sofci:ft«^, 

[0086l$e>(-, wiN(7)SS{-J:or, M^$\s*yvY\zM^rZ> 
ftbVy?i'i/iyHzmW1rZft&l£#>Xh&L\<\ ^Jx.tf> WIN 



[0087]«±<Oj:5/i**M<Oit^ttl©«f««l*lbflF«:.=>tr 

i&mx*%te\,^mT-?k&mmmmi-xsd.m.£i£z>z.i:& 
x%z> 0 *ri/c, ^w-r-^-^'O^y^fsti^n-r^siScfiS 

*st*«£*s. *fc. ^^-fl^v-^ytciEi&^fciScfi: 

Wlx.XZCDi.vte^fflZfaVZZblz.X-oX, ^-oy-i 



[009l]/j:*3, WitftB^Lfc^n^Ali, CD-ROM^DVD^ 
[0092] 

Mf&<D-mcffiz_Z>~b&WmkL.X\, vs o 
[0093]roj;9^, -y-^^yti, StffiT 5 — ^SrE«Lfc«, ^<£> 

— ^-r^xmmvxh, ^-r-y-^^eytcfiv Kib^mMx 

mft&tt^Xfc\ / ^1ZLXViZ?Zb&&&\z.\B\m-t2>Zbtf 

[mu *mm<oMmicmzm&m<oftm.&7*-t®x'Sbz> c 

[l2l3]RAMrtC0^Sr^-rin?fe5 o 

[H4]*^<D^ffi(^5jSK^»Wif^^i-7c i -^ J r-hT- 

[H5lHlft*«a5lc43Jt«H«**m»"rBI't»*>So 
[H6]Hlfc*««^*3Jt«Hlft**0>IS:*i"H - e*>5« 



[«F»«>»WIl-aE»«, 3-*frE'<*/K 7-Wfc*«»* 11 
—*9— hUs<— % 15— ^^AV^WLP, 16— ^VugHIU 2 
l-flrB^i'&A*^ 22-Jf?e^H8A^^, 23- 
^/UBfetS:***^, 26-*f»^>', 30-CPU, 31-R 
OM, 32-RAM, 37-K*SB«IWiaB, 38-**VM*IJglJ3£ 
40—*ff/l<$Vl'? s 41- ^?-bW<-, 43— A^#— K 



53-JRI&***, 57— WWdttiaK, 58-^t: 0 — 90- 
ir^N^aS, 91a— 91b— 91c— £cEP, 101 

-^MV^ey, 102— u-T/^y, 103-y— /k ios-win^ 

— ^ N 106— ^^M-^ 107— M^P^ityht— 108 
-W^h^, 201-fflSa. 202-ffiftSB. 203- 
204-«fi\ 205-*frP— s<mW 
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Translation olTetter to Mr. Keiri Yoshioka from Tsuyoshi Sadamatsu of Konami Inc. 

REQUEST 

Mr. Keiri Yoshioka 
Prestige Akasaka, Unit 303 
1313-5 Kozono, Ayase-City 
Kanagawa-Ken, Japan 

Dear Mr. Yoshioka, 



The summer is upon us and we hope that you are doing well and healthy during this very 
hot and humid season. 

As you well know, we filed a US patent application (Game Machine and Game System, 
P02003/US) [US Application Serial No. 10/820,165, filed April 6, 2004] based on your 
invention that was invented during your employment with Konami Inc. The United 
States Patent and Trademark Office has requested that you provide your signature on a 
declaration and file the executed form with the USPTO. We have already sent to you on 
March 6, 2004 by certified mail, a declaration and an assignment together with a copy of 
the specification (including drawings and claims). We trust that you have these 
documents in your possession. We had requested that you sign and return to us the 
executed declaration and assignment in the return envelope provided, but unfortunately, 
we have not received anything from you at the present time. 

According to a US representative, we're told to keep records of all the transactions with 
you related to obtaining your signature on a declaration and an assignment and file the 
records with the USPTO. Please be advised that if we do not receive the executed 
declaration and assignment by August 16, 2004, we will assume that you have no 
intention of signing the documents and will convey this information together with our 
records of our efforts to obtain your signature to the USPTO. 

We apologize for the inconvenience but request your highest attention to this matter. 

July 16, 2004 

Tsuyoshi Sadamatsu 
Intellectual Property Department 
Casino Research and Development Center 
Konami Inc. 

2-4-1 Maruouchi, Chiyoda-ku 
Tokyo-to, Japan 
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